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STUDENT HANDBOOK 


Getting Started | 


Equipment You Need 
1. Monitor or TV 


2. 64K Apple II Plus, /le, IIc, llc Plus, or IIGS 
3. Disk drive 


Apple ® is a registered trademark of Apple Computer, Inc. 


Loading Microzine Jr. 
1. Open the disk drive door. 


2. Hold the disk with the label end facing you. 


3. If you have a 3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want 
is on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the _ 
disk slowly with the label facing down. 


4. Close the drive door. 


5. Turn on the computer and monitor (or TV). 


Using Microzine Jr. 


Using the Microzine Jr. Hand 

You will use the Microzine Jr. Hand icon in most of the features in this 
issue of Microzine Jr. Use the arrow keys or the IJKM keys to move 
the Hand. Type ?, or choose Hand Tutorial, on the Microzine Jr. 
Guide to learn how to use the Microzine Jr. Hand icon. 
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The Microzine Jr. Guide 


- The Microzine Jr. Guide lists the Microzine Jr. anions ina collection 
of boxes. Each box is labeled. 


Use the Hand icon to point to the box that describes what you want 
to do. A list of items inside that box will appear. Use the Hand again 
to point to what you want to do. For example, if you point to the box 
labeled Letters and press Return, a list of the letters in this issue of 
Microzine Jr. will appear. Use the Hand to point to the letter you want 
to read, and then press Return. 


Troubleshooter 


We included this section in the Microzine Jr. Handbook to help you if 
you run into problems using Microzine Jr. Each Microzine Jr. 
program is documented in the Handbook, and specific hints for using 
the program are included there. However, we occasionally receive 
calls about more general problems. 


LOADING MICROZINE JR. 

lf Microzine Jr. does not appear on the screen, turn the computer off. 
Then turn it back on and try again. Make sure the disk drive door is 
closed, and check to see that the disk drive is hooked up correctly. 


APPLE IIc PLUS 

Microzine Jr. programs run most effectively when the Apple llc Plus is 
running in slow mode, rather than fast mode. Put the Microzine Jr. 
disk in the drive. Hold down the Open Apple key, the Control key, 
the Reset key, and the Esc key simultaneously, then release all four 
keys. The computer will reboot the Microzine Jr. program in slow 
mode. 
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PAINT THE Microzine Jr.'s 


Critical Thinking 
FLO OR Program 
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What You Will Find 
With "Paint the Floor," you choose a paint color and paint around 


obstacles on the floor. Remember, you may only paint each square 
once! 


Copy "Paint the Floor" 


Microzine Jr. is committed to offering your students programs that will 
challenge and reinforce their critical thinking skills. To make these 
programs accessible to your entire class, Scholastic grants you 
permission to make one copy of the Critical Thinking program in this 
issue for each of your students. See the Computer Stuff feature on 
the Microzine Jr. Guide to learn how to copy "Paint the Floor." 
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"Paint the Floor" MAIN MENU 

"Paint the Floor" has four functions, or things you may do. They are 
SOLVE A PUZZLE, MAKE A PUZZLE, PICK A PAINT, and 
INSTRUCTIONS. 


PAINT THE FLOOR Main Menu 


Solve a Puzzle 
( 


Use the arromus or IJKH to et esorsters then 
press RETURH. Press €5C to back. 


SOLVE A PUZZLE 
Choose this function to solve one of the 20 Microzine Jr. puzzles we 
made for you. 


The program will display a puzzle. 


Solve a Puzzle 


~HERSSRSRREREEE 
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arrouns,IJKH to paint the floor .Press 
CE BAR to undo or ESC to back up. 


Use the arrow keys or IJKM to move the paintbrush. 
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Your goal is to paint each square on the floor. You must paint around 
obstacles, such as hippos, clowns, dogs and cats. If that sounds too 
easy, remember that you may only paint each square once! 


If you make a mistake, press the Space Bar to undo your last move. 
You may continue pressing the Space Bar to undo all of the squares 
you painted. 


When you have solved a puzzle, "Paint the Floor" will congratulate 
you! The program will then ask if you want to solve another puzzle. 


Type Y to solve another puzzle. Type N to return to the "Paint the 
Floor" MAIN MENU. 


MAKE A PUZZLE 

Choose this function to make your own "Paint the Floor" puzzle. You 
may make a puzzle with up to two obstacles to solve by yourself or to 
challenge your friends! 


The program will display the Choose an Obstacle menu. 


Choose an Obstacle 


use the SPACE BAR to choose, then press 
RETURN. Press ESC to 90 back. 


Use the arrow keys or IJKM to point to the obstacle you want to use, 
and press Return. 7 
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The program will display the obstacle on the floor squares. 


Make a Puzzle 


HHH ie ~ EEREE 
| \ 


Use arrows or IJKN to move the obstacle. 
Press RETURN to place it on the floor. 


Use the arrow keys or IJKM to move the obstacle where you want it, 
then press Return. 


The program will return to the Choose an Obstacle menu. Choose a 
second obstacle and position it on the floor. Now you're ready to 
solve your own puzzle! 


Press Esc to return to the "Paint the Floor" MAIN MENU. 


PICK A PAINT 


Choose this function to pick a paint color. There are three colors to 
choose from. 


Pick a Paint Color 


il ith 


Buse the arrows or IJK to choose, then 
Press RETURN. Press ESC to 
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~ Use the arrow keys or IJKM to point to the paint color you want, then 
press Return. 


The program will return to the "Paint the Floor" MAIN MENU. Then 
choose SOLVE A PUZZLE or MAKE A PUZZLE to see your new 
paint color! 


Press Esc to return to the "Paint the Floor" MAIN MENU. 


INSTRUCTIONS 


Choose this function to learn about solving and making "Paint the 
Floor" puzzles. 
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LET'S A Twistaplot™ 
CELEBRATE! Adventure 


What You Will Find 

In "Let's Celebrate!" you will travel back in time to learn why we 
celebrate four American holidays. You will meet famous historical 
people like Betsy Ross and Thomas Jefferson. If you read carefully, 
you will receive a surprise! 
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Moving Across the Ocean or Philadelphia 
Use these keys to sail across the Atlantic Ocean or ride across the 
map of Philadelphia: 


Apple Il Plus Apple /e/lic/IIGS 

| to move up lor ¢ to move up 

J to move left Jor = to move left 

K to move right Kor — to move right 
M to move down Mor { to move down 


Press Esc to stop reading "Let's Celebrate!" The program will ask, 
"Are you sure you want to quit?" 


Type Y if you want to quit. Type N if you want to keep reading. 
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TOUCH A Science 
THE TARGET | Simulation 


What You Will Find 


You will discover the best way to hit a target with a laser beam. We'll 
put walls in your way. It's your job to get around them! 


Moving Around "Touch the Target" 
Use these keys to move around "Touch the Target”: 


Apple Il Plus Apple /e/lic/IIiGS 

| to move up lor ¢ to move up 

J to move left Jor ~~ to move left 

K to move right Kor — to move right 
M to move down Mor { to move down 
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"Touch the Target" MAIN MENU 


"Touch the Target" has two functions, or things you may do. They 
are PLAY "TOUCH THE TARGET" and ALL ABOUT LIGHT. 


“TOUCH THE TARGET” Main Menu 


Use the arrons or IJKH to Se oat then 
press RETURN. Press ESC to 1t. 


PLAY "TOUCH THE TARGET" 
Choose this function to solve one of the 15 Microzine Jr. puzzles we 
made for you. 


The program will display the PLAY "TOUCH THE TARGET" menu. 
On this menu, you can choose Easy, Medium, or Challenging _ 
puzzles. 


Play “TOUCH THE TARGET" 


Use the arrows or JJKH to Eneese: then 
press RETURN. Press ESC to it. 
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Use the arrow keys or IJKM to choose the type of puzzle you want to 
solve, then press Return. 


Solving a "Touch the Target" Puzzle 


The object of this program is to hit the target with a beam of light from | 


the laser. Your goal is to put mirrors on the Play screen so that the 
beam of light reflects off of the mirrors and travels to the target. In 
every game, there is a laser and a target. In some puzzles, there are 
one or more walls. 


l ——— | 
Feat 


cc 


NEXT PUZZLE 


Use the arrows or IJKN to choose, then 
press RETURN. Press ESC to guit. 


Walls and Mirrors 


Most of the "Touch the Target" puzzles have wall obstacles. Your job 
is to make the laser beam travel around the walls to the target. When 
the laser beam hits a wall, the beam will stop. 


You may use one of the "Touch the Target" mirrors to direct the laser 
beam to the target. There are four mirrors from which you may 
choose. They are horizontal, vertical, right diagonal, and left 
diagonal. Both sides of the mirrors will reflect the laser beam. That 
means that no matter where the beam of light hits the mirror, it will 
bounce off. 


Use the Hand to point to the mirror you want to use, and press 


Return. Then move the Hand on the Play screen where you want to 
place the mirror, and press Return. 
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You may move a mirror as often as you want. You may use as many 
mirrors as you want in each puzzle. 


- To remove a mirror from the Play screen, use the Hand to point to the 
mirror, and press Return. Move the mirror off the Play screen and 
press Return. 


Play Screen Options 


There are three options, or things you may do, on the "Touch the 
Target" Play screen. They are Go, Help, and Next Puzzle. 


-* Go: Choose this option to make the laser shoot a light beam. Use 
the Hand to choose Go, and press Return. A beam of light will 
shoot from the laser and continue until it hits the target, a mirror, 
the edge of the Play screen, or a wall. 


¢ Help: Choose this option if you need help to play "Touch the 
_. Target." Use the Hand to choose Help, and press Return. 


¢ Next Puzzle: Choose this option to play a different "Touch the 
Target" puzzle. Use the Hand to choose Next Puzzle, and press 
Return. 


Hitting the Target 


In each puzzle, there are many ways to make the laser beam hit the 
target. 


lees 
of B® 


a 
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NEXT PUZZLE 


Congratulations, you reached the target 
1 tries. Press RETURN to continue. 


NEXT PUZZLE 


Congratulations, you reached the target 
in i try. Press RETURN to continue. 
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After you touch the target, the program will tell you how many tries it 
took you to hit the target. 


If the laser beam misses the target, choose more mirrors or move the 
mirrors to different positions on the Play screen. Experiment! Then 
choose Go again. You may try to hit the target as many times as you 

want. : 


ALL ABOUT LIGHT 


Choose this function to learn how to play "Touch the Target." 
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THE | A Micro 
COOKIE CAPER Mystery 
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You are a robot named Micro and you love to solve mysteries! When 
your class has a birthday party for your teacher, you discover that 
someone has deserted with the dessert! 


Your friend Chip can't find the cookies he baked for the party. Can 
you help him? 


What You Will Find 


You will read a story and use a magnifying glass to uncover clues in a 
picture. Then you will answer questions to solve "The Cookie 
Caper." 


"The Cookie Caper" MAIN MENU 


“The Cookie Caper" has two functions, or things you may do. They 
are INSTRUCTIONS and THE COOKIE CAPER. 
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INSTRUCTIONS 


Choose this function to learn how to solve "The Cookie Caper." 


THE COOKIE CAPER 


Choose this function to solve "The Cookie Caper." The mystery is 
divided into three parts: the Story, the Picture, and the Questions. 


The Story 


Read the Story to learn the facts you will need to solve the mystery. 
Type P to see the Picture. Type Q to answer the Questions. 


The Picture 
Look at the Picture and try to find clues. Use the arrow keys or IJKM 


to move the magnifying glass over each object in the picture. Then 
press Return. Clues will appear at the bottom of the screen. 
Type S to read the Story. Type Q to answer the Questions. 


The Questions 
Answer the questions to solve "The Cookie Caper." 


lf one or more of your answers is wrong, the program will ask you to 
type in the number of the answer you want to change. 


FINAL QUESTION 

When all of your answers are correct, the program will ask you one 
final question. 

Answer the final question to solve the mystery. If your answer is 
wrong, the program will ask you if you want to try the final question 
again. Type Y for Yes or N for No. 


When you answer the final question correctly, the program will ask 
you if you want to compare deductions. Type Y for Yes or N for No. 


You will then read the final story screens. 


Good luck! 
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COMPUTER 
STUFF Aol ty, 
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What You Will Find 


"Computer Stuff" has two functions, or things you may do. They are 
COPY A PROGRAM and INITIALIZE A DISK. 


COPY A PROGRAM 


Microzine Jr. is committed to offering your students programs that 
will challenge and reinforce their critical thinking skills. To make 
these programs accessible to your entire class, Scholastic grants 
permission for you to make one copy of the Critical Thinking program 
in this issue for each of your students. 


You may use any ProDOS copy utility to make copies of "Paint the 
Floor." Follow the directions on your copy utility to copy a disk. 
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TIALIZE A DISK 


Choose this function to initialize a data disk. Use the Hand to choose 
INITIALIZE A DISK and then press Return. 


A data disk is a blank disk (or one that you don't mind erasing) that has 
been initialized by Microzine Jr. Initializing a disk gets it ready to save 
your data for Microzine Jr. 


The program will tell you that you need a blank disk, or one you don't 
mind erasing. The Hand will be pointing to Next. Press Return. 


The program will tell you to put the disk into Drive 1. The program will 
tell you that the disk will be erased. It will ask, "Do you want to go 
ahead?" Use the Hand to point to Yes or No, and then press Return. 


The program will initialize the disk. Then the "Computer Stuff" list of 
functions will appear. You now have a data disk. You may use it for 
any Microzine Jr. feature that requires a data disk. 
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PAINT Microzine Jr.'s 


Critical Thinking 


THE FLOOR Program 


DIFFICULTY LEVEL: Challenging, Average, Easy 
VOCABULARY PREVIEW: paintbrush, obstacle, undo 


SCHOOL ACTIVITIES 


CRITICAL THINKING/GROUP ACTIVITY: Have students create their 
own life-size "Paint the Floor" grid by taping sheets of paper together 
to form an 18 by 9 grid. Next, choose three or four students to be 
living obstacles. Have these students stand on the paper grid. 


Organize the rest of the students into teams. Each team should 
designate a human "brush" to walk through the grid according to 
instructions from his or her team. Have another team member copy 
the grid and its obstacles onto the blackboard and keep track of the 
human brush's progress. 


When all teams have played, have the class compare the grids on the 
blackboard. Ask students: Which team had the best strategy? Why? 


HOME ACTIVITIES 


MAPPING/ART & DESIGN: Have students create maps of their own 
bedrooms. Ask them to trace a route they would use to paint the 
floor, making sure they miss the obstacles. 
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LET' S A Microzine Jr. 


Twistaplot™ 


CELEBRATE ! | Adventure 


DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: holiday, celebrate, lightning, history 


SCHOOL ACTIVITIES 

SOCIAL STUDIES/RESEARCH: Have students select one of the 
historical characters in "Let's Celebrate!" and research the life of their 
chosen character. Have students use an encyclopedia or a written 
biography of the person for their research. Then have students write 
a one-page report about the chosen person. Ask students to share 
their reports with the class. 


Have students select and research an American holiday not 
mentioned in "Let's Celebrate!" Then have them write a short report 
about the origin of the holiday and share their reports with the class. 


HOME ACTIVITIES 

ART & DESIGN/WRITING: Have students answer this question with a 
drawing: If | could go back in time to a special event, where would | 
go? 


Have students write a caption describing why they chose this event 
and what they would take back with them to the future. 


Here are some hints for reading “Let's Celebratel": 

Columbus Day: You are traveling west from Spain to find a short sea route to the Indies. 

Thanksgiving Day: You are celebrating a good harvest and and that you have made peace with the Indians. 
Flag Day: The flag's nickname Is Stars and Stripes. Betsy Ross was a seamstress. 


Independence Day: Thomas Jefferson wrote the Declaration of Independence. 
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TOUCH “ig 
THE TARGET bi dation 


DIFFICULTY LEVEL: Challenging, Average, Easy 
VOCABULARY PREVIEW: laser, reflect, target, obstacle 


SCHOOL ACTIVITIES 


SCIENCE/WRITING: Explain to students that a beam of light reacts © 
differently when it touches different surfaces. Tell them that light will 
bounce off a solid wall or mirror, but will bend when it passes through 
a lense or water. 


Turn off the lights and shine a flashlight on several surfaces in your 
classroom. Have students keep a log of the effects of the flashlight 
on each surface you use. They might find page 28 of this guide 
helpful in setting up their logs. 


Divide the class into pairs of students. Assign a different "Touch the 
Target" puzzle to each pair. Have students try to find as many 
solutions to the puzzle as possible. One student should be 
responsible for sketching each solution on paper, while the other 


works on-screen. Tally each team’s results. The team with the most 
solutions wins! 


HOME ACTIVITIES 


SCIENCE: Have students design their own light puzzles using items 
from home. Have them choice a target, such as a TV, and then use 
mirrors to direct a flashlight beam to the target. 
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THE A Micro 
COOKIE CAPER _ Mystery 


DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: batch, cookie, muffin, surprise 


SCHOOL ACTIVITIES 

CRITICAL THINKING: \In "The Cookie Caper," students suidige both 
words and pictures to deduce what happened to a missing batch of 
cookies. Explain to students that the picture contained clues that 
the story did not, and vice versa. 


Show students a photo or illustration from one of their textbooks. 
Ask them, "What did you learn from the picture just by looking at it?" 
Have students then read the photo caption or a paragraph about the 
picture. Discuss what they learned just by looking and by looking 
and reading together. 


HOME ACTIVITIES 

ART & DESIGN/WRITING: Have students cut out a news item (with a 
photo) from a newspaper or magazine. Ask them to paste the picture 
on one piece of paper, and the story on another. Have students 
write what they learned from the photo on the story piece of paper, 
and what they learned from the story on the page with the photo. 
Have students compare their pages with the class. 
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"Touch the Target" ACTIVITY PAGE 


TARGET LOG 


Use the chart below to keep track of your attempts to hit the target in 
"Touch the Target." 


NO. OF NO. OF 
DIFFICULTY © MIRRORS WALLS — TARGET HIT? 


This activity page may be reproduced for use in your classroom. Copyright © 1990 by Scholastic Inc. 
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"Let's Celebrate!" ACTIVITY PAGE 


CELEBRATION SURVEY 


Use the calendar below to list all the holidays you celebrate each 
year. Write the name of the holiday inside the box of the month 
when it is celebrated. Do you know the date of the holiday? Write 
that in the box, too! Be sure to include all the birthdays in your family! 


~ 
. 


This activity page may be reproduced for use in your classroom. Copyright © 1990 by Scholastic Inc. 
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